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WARNING: Computer enrerranment system. 


A very small percentage of individuals may experience epileptic seizures when exposed to 
certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a 
television screen or while playing video games, including games played on the PlayStation 
2 console, may induce an epileptic seizure in these individuals. Certain conditions may 
induce previously undetected epileptic symptoms even in persons who have no history of 
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, con- 
sult your physician prior to playing. If you experience any of the following symptoms while 
playing a video game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first consulting the 
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may perma- 
nently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment Ameri- 
ca may damage your console and/or invalidate your warranty. Only official or licensed 
peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

= This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 

= Do not bend it, crush it or submerge it in liquids. 

= Do not leave it in direct sunlight or near a radiator or other source of heat. 

= Be sure to take an occasional rest break during extended play. 

= Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. 

= Never use solvents or abrasive cleaners. 


MLB™ 2004 Tips & Hints 


®@ PlayStation 2 Hint Line 
Hints for all games produced by SCEA are available: 
® Within the US 1-900-933-SONY (1-900-933-7669) 
$0.95/min. auto hints, $1.40/min. live (All prices subject to change.) 


® Within Canada: 1-900-451-5757 
All Prices in $U.S.  $1.50/min. auto hints (All prices subject to change.) 


The automated support hint line is available 24 hours a day, 7 days a week. Live support is not available 
at this time. This hint line supports games produced by Sony Computer Entertainment America. No hints 
will be given on our Consumer Service Line, Callers under 18 years of age, please obtain permission from 
a parent or guardian before calling. This service requires a touch-tone phone. 

@ Consumer Service/Technical Support 

1-800-345-SONY (1-800-345-7669) 

Call this number for help with technical support, installation or general questions regarding the PlayStation 
game console and its peripherals. Representatives are available Monday-Friday, 7AM-6PM PST. 

® www.playstation.com — The official source for all things PlayStation 
i Nec is always hot! Visit our website and find out what's happening — new titles, new products and 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD siot 1 


989 SPORTS* 


RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer enter- 
tainment system according to the instructions 
in its Instruction Manual. Make sure the 
MAIN POWER switch (located on the back of 
the console) is turned on. Press the RESET 
button. When the power indicator lights up, 
press the open button and the disc tray will 
open. Place the MLB 2004 disc on the disc 


= Saving Data 


Lie | 


You must insert your MEMORY CARD 
(8MB) (for PlayStation 2) before you save or 
load a file. MLB 2004 saves user-defined 
options and all data for Seasons, Playoffs, Ros- 
ters, Roster Changes, and Created Players. 
469KB of memory must be available in order 
to save game data. 

If you don’t use a MEMORY CARD 
(8MB) (for PlayStation 2), all MLB 2004 
data will be lost when you turn OFF your 
PlayStation 2 console. 


MEMORY CARD (8MB)(for 
PlayStation 2) 


The MEMORY CARD (8MB) (for 
PlayStation 2) is used to load, save, and 
delete files. Before starting an MLB 2004 


tray with the label side facing up. Press the 
open button again and the disc tray will 
close. Attach game controllers and other 
peripherals, as appropriate. Follow on- 
screen instructions and refer to this manual 
for information on using the software. 


game, you have the option to load a saved 
file from your MEMORY CARD (8MB) (for 
PlayStation 2). At this time, you can load 
Seasons, User Records, or Rosters. 


Loading a File 
= Select Load Game, and then press &. 


= Press F / $ to select a file to load, and 
then press @. 


= Press & to confirm the load or press ® 
to cancel. 
Saving a File 
= Select the appropriate save menu item, 
and then press @. 


= Press T / ¥ to select an empty slot on the 
MEMORY CARD (8MB) (for PlayStation 2), 
and then press &% to activate the on-screen 
naming system. 
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GETTING STARTED 


™ DUALSHOCK®2 ANALOG CONTROLLER 


L2 button 
L1 button sa 


directional 
buttons 


left analog stick 
(L3 button when pushed down) 
SELECT button 
ANALOG mode switch 
START button 


right analog stick 
(R3 button when pushed down) 


= Create a name for the file, and then press 
© to save it. 


Deleting a File 


= Press F / $ to select a file to delete, and 
then press ©. 


= Press & to confirm the delete or press ® 
to cancel. 


mw User Records 


User Records allow you to keep track of 
player stats by creating up to eight user names 
that can be assigned to different teams. Your 
game skill is determined by the outcome of 
each player's stats. After each game, all creat- 
ed user stats are shown next to the player list 
names of your team. 

When you have accumulated some stat 
information, view the user stats associated 
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R2 button 
See R1 button 


LA button 
©. button 
X_ button 
C1 button 


with each player at the completion of 1-player 
and 2-player games. In a 2-player game, tag 
both players with a different user name and 
compare User ys. User game statistics. 


Create User 


= Press = /=>/ F/ ¥ to select a user 
number. 


Press & to select a name. 


Press = / = to highlight a letter, and 
then press # / $ to choose a new letter. 


= Press & when finished editing a name. 


Continue this process to create up to eight 
user names. You can delete a created 
name by selecting a user name and press- 
ing @. Press & to confirm your deletion 
and continue. 


Press @ when you are finished. 
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From the batter’s box - controlling the hitter 


e=/=>//4 ........Move bat cursor / Hit direction 


@ oes Boece eis . Swing bat 

@ i is cera een Bunt rit i | 
@ wii. Gases . ..Normal or power hitting 

vate Hetinw Pitch history oan 
4) cays ... Guess pitch type 1 atc dk Gonirol 
PR ide chan obs bicat! Guess pitch type 2 any aspect of the 
+O) ceputnen iene Guess pitch type 3 game where you 
+ OMY cniteee Guess pitch type 4 ee met; 


M+ e/9/t/y.. 


.Guess pitch location 


From the batter’s box - controlling the baserunner 


@%,. aside tele All runners steal 
ofeetaions Brarstagayegs?a) Ate All runners lead off 
Ci ici ..........All runners lead back one step at a time 


Game tips for on-field success 


®@ Swing Control 


An 


A skilled batsman can control his swing to 
hit the ball in any direction. This skill comes 
in quite handy when moving runners around 
the bases or when the manager calls for a hit- 
and-run. With the batting cursor turned ON, 
use = / => / F / ¥ to move the bat cursor 
over the pitch location, making sure your 
swing moves through the hitting zone. You 
can also choose to swing the bat for power or 
contact hitting using @. 

With the batting cursor turned OFE, once 
the pitch is thrown, use = / => /  / $ to 
aim the direction of your hit. Pressing = / => 
while timing your swing correctly will enable 
you to hit the ball to the left or right side of 


the field. Pressing  / } will aid you in hit- 
ting fly balls and ground balls. Fly balls are 
useful when trying to score a runner from 
third base on a sacrifice fly. Ground balls can 
also help move runners up a base. 


Total Control Batting 


Total Control Batting enables you to take 
complete control of your hitting experience. 
Before each pitch, you have the opportunity 
to guess the pitch location and type. Guessing 
correctly increases the size of the batting cur- 
sor and results in making perfect contact 
with the ball. When you press and hold #228, 
the action freezes and a pitch location box 
will appear on the screen. Use this screen 
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+«/—>/%/4 ...Runner lead off 
+@/=>/%/4 ...Runner lead back 


Gm+®........ ... Steal 2nd base 
fr. @ ............Steal 3rd base 
WN + .......0e. . Steal home 


Lh) Re. AR Peer ePR Rear Return all runners 

MIEN oS arctan fos Hotes Sprint 
seeeeeeeeeeee es sAdvance all runners 
@+<«orf..........Advance runner to 2nd base 
@+«orf..........Advance runner to 3rd base 
@+<«orf..........Advance runner to home 
@©+fors........ . Return runner to 1st base 
@®+Jors.......... Return runner to 2nd base 
@+Jors..........Return runner to 3rd base 


and = /=>/ ¥ / ¥ to guess the location m Guessing Pitches Correctly 
of the upcoming pitch. 


Once you guess the location of the pitch, By using the pitch history box to analyze the 
you can guess the pitch type. Each pitch type is pitcher's most recent pitches, you can take a 
represented by the @, &, ©, and @ but- more educated guess at his next pitch. The 
tons. Choose one of them and then release pitch location box displays the pitch locations 
to receive the pitch. When facing a pitch- and the number of pitches already thrown dur- 
er with a player ranking of 90 or higher, like ing your current at bat. Until the first pitch is 
Pedro Martinez, the pitch location box will thrown in a new at bat, the pitch history will 
split up into eight areas instead of just four. display the pitches thrown during the last at bat. 


“Guess the pitch and its location 
correctly and you'll be rounding the 
bases often.” 


As you make your pitch guesses, a correct 
guess for a pitch type or pitch location will 
increase the batting cursor’s size. Guessing 
the pitch type and location activates a “Dou- 
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Fielding the ball - player without the ball 


Sl de a ee a Move your fielder 

eran ct Sprint 

@ iene Jump to catch the ball 

@ Maal Ree ee ak Dive to catch the ball 

@ Bee Switch fielder 

aie tna/afs oa tear eee Auto catch and throw 

$@ ic taetee eed Auto catch and throw to 1st base 
Qo Si oiee ae Auto catch and throw to 2nd base 
+ @ shikai ae Auto catch and throw to 3rd base 
+ @ vane cutee ae Auto catch and throw to home 


Fielding the ball - player with the ball 


0 in a ee ee Move your fielder 
MEER es ogni ater ie ae Sprint 

@ ic caine eis ee Throw to 1st base 
Oe cae U eee Throw to 2nd base 
@ wie cee 00s coerce Throw to 3rd base 
@ . condiieerieeenree Throw to home 
HEED a slr deisioeeenaets Throw to relay man 


ble lock-on” cursor. This advanced cursor 
will provide extra power and enable you to 
control the direction of the ball to any field 
using = /—>/ F/ §. 

However, if you guess incorrectly on a 
pitch type or pitch location, the batting cursor di FB SNK SF St 
will decrease in its size. If you guess incor- 
rectly on both the pitch type and location, the 
batting cursor decreases by two-fold. 


hair out. Mastering the controls for baserun- 


= Running the Basepaths ning can allow you to stretch a single into a 
double, steal bases at will, advance your run- 
Running the bases is a basic skill that can ners on balls hit in play, and score runs. Dur- 
have a huge impact on the outcome of the ing an at bat, if runners are on base, basepath 
game. Mistakes happen on the basepaths all windows will appear on the screen that will 
of the time, causing managers to pull their show your runner’s actions on the basepaths. 
a 
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GAME CONTROLS 
Pitching - before the set 
ipa ti apenas a sevare atau Select pitch type 1 
COL ARES Gea ee Select pitch type 2 
@..... Geahtca piscatese. naeseee Select pitch type 3 
Orccien ce seeeeaee -9€leCt pitch type 4 
seeeeeeeeeesss. sOUtfield positioning menu 
WPM hatin cin rate bins ak het Infield positioning menu 
seeeeeeeeeesss. sotatus / Scouting report 
Pitching - after the set 
© «ces eeeeeeeeesss sPiCkOff throw to 1st base 
ee pcisiattees ......Pickoff throw to 2nd base 
Olivine cmap ata . . Pickoff throw to 3rd base 
@ ins isk oe eee . Pitch ball 
Se Choose pitch location after releasing pitch 
+ & .+.....-.Pitch out 
GMS Seis are . Outfield positioning menu 
GB i at hie ee Infield positioning menu 
seme + +eeeese.. -otatus / Scouting report 


The key to baserunning is making the right 
move at the right time. For instance, to steal a 
base, watch the opposing pitcher. Does he 
have a long, full windup? If he does, get a lead 
off of your base using and take off as 
soon as he makes a move to pitch the ball. If 
you can get an opposing pitcher thinking 
about your stealing ability, he will lose focus 
on the batter. 


“Keep taking your leads to stir up 
the pitcher and cause distractions.” 


Once that happens, as the hitter, you can 
just sit back and wait for the pitcher to make 
a mistake by grooving a pitch right over the 


plate where you can rip it. 

You need to also learn when to advance 
your runners on hit balls. Learn the strengths 
of the opposing outfielders. See if an outfield- 
er has a good arm by checking how many 
assists he has. Knowledge is key on the 
basepaths. 


Fielding the Ball 


In the field, you have some choices when 
it comes to fielding the ball. You can use a 
number of game controls before possessing 
the ball that provide an automatic response to 
fielding, or you can make defensive decisions 
as plays happen. If a batter hits a fly ball and 


MLB™ 2004 


GAME CONTROLS 


there is a runner on Ist base, as the ball is in 


the air, you can press + ® to automati- 


cally catch the ball and then throw it in to 
2nd base. 

To make a play like this, run to the loca- 
tion of the fly ball, and then press @ to throw 
the ball to 2nd base. The difference is making 
a defensive play call before you have posses- 
sion of the ball or making the fielding deci- 
sion as the play happens. 

A fantastic feature of this game is the 
Fielding Aid. Once the ball is in play, a large 
replica of a baseball will appear on the field 
representing the landing point and location of 
the ball. As the ball approaches, the Fielding 
Aid decreases in size. To be sure that you 
catch or field the ball, position your fielder 
within the Fielding Aid. If he is in the landing 
area, he will make the catch. 


= From the Mound 


You must be sawy on the mound to be 
successful in this game. You can’t just go out 
there and start throwing meatballs right down 
the middle of the plate if you want to make it 
through the second inning. You will have four 
different pitches in your arsenal to try and 
outsmart the hitter. Mix them up and locate 
your pitches to keep your opponent guessing. 

A key feature to making effective pitches is 
the ability to pick your pitch location. Learn 
your opponent's hitting tendencies so that you 
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can place your pitches accordingly. Before 
each pitch you can bring up the Quick Menu 
by pressing HEM, giving you an in-depth look 
at each batter's hit chart. The hit chart shows 
the location history of a player's hit balls. 


Once a pitch is released, you can place the 
location of the pitch by pressing = / = / 
t / ¥. Place the pitch somewhere in the 
strike zone or set the batter up by starting a 
curve ball inside that moves over the plate. 
You can also control the velocity of the pitch 
by holding &% for more speed or tapping & 
to take a little off of the pitch. Throwing heat 
on every pitch can eventually wear your pitch- 
er down. With the ability to place and control 
the speed of the pitch, you put a tremendous 
burden on the hitter to take a good swing. 

Knowing a player's hit chart also enables 
you to know where to shift your defensive field- 
ers. By pressing or SGER, you can bring 
up the Positioning Menus that allow you to shift 
your infielders and outfielders to new fielding 
positions. Forcing opposing hitters to alter 
their swing or try to hit away from the defense 
is a good strategy to use during the game. 

When runners reach base, keep an eye on 
the basepath windows. If a runner's lead gets 
too long, have your catcher try to pick the run- 
ner off with a throw to the appropriate base by 
pressing ©, @, or @ while the pitch is being 
delivered. 
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In-game changes to your setup 


Using the Pause Menu to make additional changes to your game format 


When you pause the game by pressing 
©, you will activate the Pause Menu. The 
Pause Menu provides a number of options 
that enable you to make changes to your 
game setup. You can substitute players into 
the game, get pitchers ready in the bullpen, 
change the user view of the playing field from 
the batting and fielding views, refamiliarize 
yourself with game controls, and much more. 


®@ Substitutions 


Using Substitutions, you have the power to 
make changes to your lineup and defensive 
makeup by bringing players into the game 
from the bench. You may want to bring in a 
pinch-hitter who can bat right-handed to face 
a left-handed pitcher in the late innings of a 
game. Some managers feel this gives you an 
advantage at the plate. You may need to make 
a defensive change to get more speed in the 
outfield to preserve a win. Whatever the rea- 
son, the Substitutions option allows you to put 
the right player into the game. 

To make a Substitution, press t/t t0 
select a player in the lineup and then press 
@&. Press  / => to move to the list of bench 
players and select a replacement by pressing 
Bt / ¥. Press & to make the switch, bring- 
ing the new player into the game. 


™ Bullpen 


The Bullpen is where you get your pitchers 
ready for a possible appearance in the game. 
If your starter is wearing down or you want to 
bring in a reliever who has had success in the 
past against a particular hitter, think ahead 
and get your reliever ready in the Bullpen. 
There are many reasons to bring a pitcher 
into a game. 

Each manager has his strategies and cir- 
cumstances might not allow you to get your 
reliever ready ahead of time, but you always 


want to avoid bringing a pitcher into a game 
cold. Bringing a pitcher in cold would not 
only compromise his health by putting him at 
risk to an injury, but it would most definitely 
put your team at risk by bringing in a player 
not yet ready to produce. 

When you place a pitcher into the Bullpen, 
you will notice his status as being “COLD”. As 
he gets more time in the Bullpen, his status 
will increase to the point that he will become 
“READY” to enter the game. Of course there 
are times when you may need to bring a cold 
pitcher into the game. If that happens, he'll 
need to warm up quickly from the pitcher's 
mound before facing the first batter. 


To Make a Pitching Change 


You don’t have to have a pitcher in 
the Bullpen to make a change. You 
can bring any pitcher into the game at 
any time. From the Bullpen screen, 
press f / ¥ from the list of relievers 
to select a pitcher and press &. You 
can bring him straight into the game 
by pressing & from the pop-up screen 
or you can place him into the Bullpen 
by pressing ©. If he is already in the 
Bullpen, you can check his status to 
see if he is ready to enter the game. 


= Controller Set Up 


The Controller Set Up enables you to 
change controller configurations during the 
game. You can change the user of each team 
or you can change control of a team(s) to the 
CPU. This allows you to play through unfore- 
seen situations. For example, if a user quits in 
the middle of the game and you want to con- 
tinue play, you can have the CPU finish the 
game for the exited user. 
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Play to Win 


“Multiple game modes 
meet every challenge.” 
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Selecting games reaches new heights 


Itching for a complete baseball package of 
game modes? Every aspect of professional 
baseball is covered in MLB 2004. Do you 
want to build a team making all the decisions 
on player transactions? Do you want to devel- 
op young talent in Spring Training and try for 
a spot on a major league roster? How about 
just going out and smashing balls over the 
fence in a Home Run Derby? Well, you can do 
it all and more, finally getting a feel for what 
it’s really like in the big leagues. 


Exhibition Games 


Select a team and let it all hang out on the 
field. It’s only one game so be aggressive and 
take chances. Exhibition games give you a 
chance to play ball with any team in the 
majors. You can also choose your opponent, 


Stadium Select 


Want to play in Fenway Park or shoot for 
the short porch in left at Yankee Stadium? In 
Exhibition mode, your game can be played in 
any park throughout the league. After select- 
ing this option, press = / = to select a divi- 
sion, and then press f / $ to choose a 
team name. Press &% to select the ballpark 
and you will begin your game in a new city. 


$0 it is a good way to see what you might be 
facing during a regular Season or Playoff 
matchup. 


Season Formats 


Get a little more serious and committed 
about bringing a winner to the field. Multiple 


- Season modes provide a realistic approach to 


America’s favorite pastime. Each mode offers 
a unique opportunity for you to make things 
“real”. Some gamers like the challenge of 
being a manager and others enjoy building a 
career. You'll be able to find the challenge 
you've been looking for in the Season Menu. 


= 1 and 2 Player Seasons 

1 and 2-Player Seasons are normal Season 
setups. You are the player on the field making 
the plays and swinging the bat. The length of 
your Season is determined by the number of 
games you want to play. From the team selec- 
tion screen, you will be able to set the length 
of your Season to 14, 29, or 162 games. 

The idea behind Season play is to experi- 
ence the grind of an entire Season, and in the 
end, somehow get your team into the Playoffs. 
Once the postseason begins, anything can 
happen and you may find yourself playing in 
the World Series. To get into the Playoffs, you 
must win your division or finish as the wild- 
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card team. The wild-card team will have the 
best record of the remaining teams in the 
league behind the conference champions. 

When you enter a Season from the 
Pregame Menu, you will be brought to the 
Schedule screen showing the 2003 team 
schedule. To play a game on the schedule, 
press f / $ to highlight a game and press 
@. To play a game further down in the sched- 
ule, you can do so without having to simulate 
all of the games prior to it. You can always go 
back and play any unplayed games. 


2003 SEASON SCHEDULE 


—— 


ie 
K. Brown Ch) C 5) B. Lawrence 


7:30PM 
1:00PM 


7:30PM 
1:00PM 
1:00PM 
7:30PM 


= Simulating Games 


By simulating games, you are allowing 
the CPU to determine the outcome. You are 
able to simulate a game, all games for the 
league up to a particular date, or all games 
for the entire Season. To simulate, press t/ 
$ to select a game on the schedule and 


Saving a Season 


After selecting this option from the 
Season Menu, choose an empty slot 
from the list of file slots available on 
your MEMORY CARD (8MB) (for 
PlayStation 2). Press  / } to choose 
a slot, and then press @& to save the 
file. An on-screen naming system will 
allow you to enter a unique file name 
for your Season. 
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press © to bring up the simulation options. 
Press F / $ to choose an option, and then 
press & to simulate. 


= Career Mode 

Building a solid Career is everyone's 
dream. With Career Mode, you can take a 
team or a player and try to build a Career that 
can include making the 989 Career Greats 
team. Each Career can be up to 10 seasons in 
length and will include performing all of the 
duties of a General Manager. After each Sea- 
son, you'll be able to view off-season transac- 
tions and make important decisions for your 
team that include releasing players, making 
trades, and acquiring free agents. You will 
also determine whether to promote players 
from the farm system in hopes of uncovering 
a potential superstar. 

The first step to building a Career is to 
decide on whether you'd like to launch the 
Career of a team or a player. If you choose to- 
build a player's Career, you will first need to 
create him and then place him on a team ros- 
ter before starting. 


“Careers can be up to 10 Seasons 
in length with each Season con- 
tributing to the success or failure of 
the club or player.” 


= Farm System 

During a Career, you can bring players up 
from the minors using the Farm System 
option from the General Manager Menu. 
Prospects can be called up to the majors at 
any time during the Season or Playoffs. The 
Farm System is made up of prospects and 
players who have been demoted to the 
minors. Keep your eyes peeled for potential 
“Diamonds in the Rough” as they become 
available during your Career. There's a good 
chance you may have a superstar prospect 
who could be the next Troy Glaus. 

League rosters can only consist of 25 play- 
ers, so you may have to demote a player from 
the roster before being able to promote a 
prospect. Players demoted to the Farm System 
can be called back up to the majors. 


~~ 
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= Franchise Mode 

Franchise Mode gives you the feel of play- 
ing in a Fantasy League. Your goal is simple: 
win the World Series! Take a team of low-end 
players, earn enough points with your play, 
and then acquire new talent to help propel 
your team into the World Series. It’s a fun 
challenge...one that could provide you with 
the ultimate thrill of winning it all. 

Points can be earned by winning single 
games, running off win streaks, and accom- 
plishing offensive tasks such as home runs, 
triples, doubles, and stolen bases. Losing, 
however, results in a reduction of points that 
can keep you from signing the players you 
need. 


“Do you have what it takes to build 
a solid franchise starting out with 
bench players?” 


When you have accumulated enough 
points to begin adding franchise players, you 
will find them in the Free Agent Pool. You 
have to release players to sign others, so 
remember that you only get half the value in 
points of each player you release. This makes 
it much more difficult to start adding players. 

From the Franchise Team Select screen, 
each team has a point total associated with it. 
These point totals increase and decrease as 


you play games and make player transactions. 


The higher the total, the more opportunity 
you have to acquire new talent. 


FRANCHISE TEAM SELECT 
=~ ‘ 


Michae 
Roberts 

B. Trammell 
Dura 


12 
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= Franchise Manager 


As the The Franchise Manager, you can 
use this menu item to complete your player 
transactions and also to keep a watchful eye 
on the rest of the league's teams. Check out 
each team’s franchise information and watch 
for any player put on the Disabled List that 
you may want to pick up. Player ability rank- 
ings are how you'll be able to spot top talent. 
The higher the number, the better the player. 


The Player Pool 


Use the Player Pool to release and 
acquire players. You must have a suffi- 
cient amount of points to acquire play- 
ers or your efforts will be denied by 
the league. You must have at least one 
player at every position, keeping you 
from releasing players without already 
having a replacement on the roster. 


Sign a player 
= Press  / = to enter the Fran- 
chise Pool. 


= Press f / $ to highlight a player 
in the pool, and then press € in an 
attempt to sign him. 


= Confirm your offer by pressing & 
to sign the player. 


Sell a player 

= Press t / $ to highlight a player 
on your roster, and then press &% 
in an attempt to sell him. 


= Press & to confirm the sale. 


= Manager Mode 


So you always wanted to become a big 
league manager. Well, now you get to see 
what it’s like to be the skipper and make all 
of the moves that you've been making from 
your sofa. Making starting lineups, giving 
pitchers the hook from the mound, calling a 
hit and run from the dugout steps...it’s all 
up to you now. You will no longer be a play- 
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er, but the one who calls the shots on the 
field. The CPU plays the game as you make 
all the vital moves to ensure a victory. Man- 
ager Mode is a career format that can be up 
to 10 Seasons. Note that in Manager Mode, 
you can also take control of the General 
Manager duties. 


= All-Star Game 


Ah, yes! The All-Star game and all of its 
glory. Feel the excitement and the energy of 
the most anticipated game of the year. Ameri- 
can League versus National League, bragging 
rights are always worth the trip to the game 
for these players. You voted the players in, 
now you get to take the cuts for Ken Griffey Jr. 
and Barry Bonds. The All-Star Game is played 
in an Exhibition game format...one game, one 
winner. 


= Spring Training 


Don’t you just love the newness and antici- 
pation of Spring Training? Each player dreams 
of making the team roster for the upcoming 
Season and every team believes that it can win 
the World Series. For you, Spring Training 
mode is as real as it gets. You get the chance 
to create a top prospect, earn points with 
your play on the field, and fulfill your dream 
of playing on a major league team. 

A New Spring is set up so that once you 
create your prospect and enter Spring Train- 
ing, you'll compete in six spring training 
games. Hopefully, in each game, you'll start 


earning enough points to make your dream a 
reality. As games unfold and play is complete, 
you can check the status of your player by 
using the Status menu item to view his results. 
You need 50 status points to make the jump 


A Prospect’s Status 


Once you've played a game, you 
can check the status of your prospect 
using the Status menu item. View your 
prospect's climb to the top from the 
MLB Status Meter (shown on the bot- 
tom of the screen). As your prospect's 
status climbs, the meter moves toward 
the Major League and All-Star labels. 

From this screen, you can also 
alter your prospect's ability levels. 
Press f / $ to highlight an attribute, 
and then press / to 
increase or decrease the slider bars. 
Use the available points shown in the 
ability window to alter your prospect's 
abilities. 


to the majors. Once you reach a major league 
level, you automatically begin play in the 
league. Your stay in the majors will not last, 
however, unless you maintain your solid play. 
If poor play becomes common, back down 
you go! That may not be the end though, so 
don’t give up. You can still earn your way 
back with better play in extended Spring 
Training games. 

There is a bonus goal. If you gain 100 
MLB Status points, before the July 13th dead- 
line, your prospect will play in the mid-sum- 
mer classic - the All-Start Game! So get started 
and have fun. Keep trying and don’t give up 
until you fulfill your dream. 

To create your prospect, see Create a 
Player on page 19. You'll need to place your 
player onto a team once your player is creat- 
ed. Choose the major league team that you'd 
like to play for by trading your prospect onto 
the roster. 
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Playoff teams are the only winners 


Making the postseason is all that matters to most teams 


The postseason has always been a time of 
great excitement. In baseball, only eight teams 
can make the Playoffs. If you make it in, it’s 
all worth it - the long regular season, the time 
away from your family, the daily grind of the 
workouts. If you don’t make it, all is lost and 
the rebuilding begins. 

The grueling regular Season takes its toll 
on everyone. It sure is a lot of games to play 
without the guarantee of a postseason birth. 
Well, don’t sweat it anymore. 


Playoffs 


You can use the Playoff mode to jump 
right into the Playoff picture. Just choose a 
team and start your Playoff run. Your choices 
for Playoff length include 1-1-1, a single elim- 
ination format, or 5-7-7, representing a more 
complete “best of’ format. The “best of” for- 
mat is set up so that the team winning the 
most games in that particular series moves on 
to the next set of games. 


= Playoff Brackets 

From the Playoff bracket screen, choose 
the bracket from which your team starts its 
journey. Your team will be placed in a bracket 
that may include other divisional teams, but 


you have the option to move your team to any 
of the Playoff brackets. 

Note that although you have the power to 
alter the layout of your Playoff picture, you 
can only play the game that your team is 
scheduled to play in. 


Choosing a Playoff Bracket 


To customize the Playoff brackets, 
press = /=>/ #/ ¥ to select a game 
matchup, and then press €% to place your 
team in the new bracket. Once you have 
placed your team, you can change the 
other Playoff teams by pressing = / => / 
t / & to move through the brackets, 
and then pressing SM / to change 
the teams within the selected bracket. 


World Series 


The World Series mode allows you to 
bypass not only the Season, but the Playoffs as 
well. Go straight to the big dance and feel the 
energy of making it to the final series! Choose 
a team and pick a Series game length of one 
or seven games and it’s time to....Play Ball! 


SPORTS.com " 


Playoff Baseball 


“The atmosphere of the 
Playoffs is where it’s at.” 
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Big hitters face off 


Big bats, big hitters, big hits - The Home 
Run Derby is all it's touted to be 


= Home Run Derby 


To some, the Home Run Derby is the best 
part of the All-Star Game festivities. Now you 
get to slug it out with the best power hitters in 
the majors. When the Home Run Derby starts, 
each player gets one trip to the plate to hit as 
many home runs as he can. Don’t worry 
about having to swing at bad pitches. Each 
hitter gets an unlimited number of pitches to 
hit, so relax and wait for your pitch. 


“Sometimes a big bat comes in a 
small package. Last year, an 
unlikely player won the Derby.” 


When setting up your derby, you will have 
the opportunity to choose the number of outs 
each player gets during his at bat. An out is 


any hit ball not resulting in a home run or any 


swing and miss of a pitch. You will also be 
able to select any ten players from the major 
league rosters. Keep an eye out for some of 
the rookies you have created. It could be fun 
to get some of them involved in the Home 
Run Derby. 


Set up the Derby 


= Press / to choose teams from 
which to draw players for the contest. 


= Press f / ¥ to highlight a player, and 
then press & to add him to the lineup. 


= Continue this process until you have cho- 


sen ten players. If you wish to delete any of 


your initial contestants, press = / => to 
enter the lineup window. Press t/t to 
highlight a player, and then press € to 
delete him from the list. 


= When your lineup is complete, press © to 
continue to the Controller Select screen. 
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= Press @ / = to highlight a player, and 
then press # / $ to assign him to a con- 
troller. 


= Press / to choose the number 
of outs allowed per batter, and then press 
& to enter the Pregame Menu. 


SBOSEORTE 


HOME RUN DERBY 


Inside your game 


Common Pregame Menu items make for 


a more realistic experience 


= Lineup 


Sometimes, filling out the lineup card is a 
manager’s worst nightmare. You may have a 
team loaded with talent where it’s hard to find 
playing time for everybody. There are also 
times when you just might need to add some 
extra power to the lineup, in which case you 
may sit a good defensive player to play a good 
offensive player. Whatever the reason, the 
Lineup option is where you get it done. You 
have the ability to not only change the batting 
order of your lineups, but to make player 
substitutions, change the field position of your 
defensive players, or alter your pitching rota- 
tion. See how to substitute players and change 
pitchers on page 9. 


“Stack your lineup with left-handed 
hitters to get an advantage over the 
opponent's right-handed starting 
pitcher.” 
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D. Roberts 
P. LoDuca 


F. McGriff 

B. Jordan 

A. Beltre 
ton 


Changing the Batting Order 
= Press / EB to select a team. 


= Press f / $ to select a batting order 
type, and then press @. 


= Press f / $ to highlight a player, and 
then press & to tag him. 


= Press f / ¥ to highlight a player ata 
different position in the lineup, and then 
press & to swap the players’ hitting 
positions. 


= Press ® to toggle stats and attributes. 
= Press @ when finished. 

Positioning 

= Press / GHB to select a team. 


= Press f / ¥ to select Positioning, and 
then press &. 


Player Positioning on the Field 


Defensive player position is such an 
important aspect to getting batters out. It 
allows the pitcher to make certain pitches to 
the batter that he might not normally make. 
For instance, if a hitter likes the ball inside 
and tends to pull the ball, the normal tenden- 
cy for a pitcher would be to throw outside. By 
positioning your infield to play to the pull side 
of the field, the pitcher can throw inside 
knowing that his infielders are in position for 
the ball to be hit to that side of the field. 
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= Press F / ¥ to highlight a player, and 
then press & to tag him. When a player is 
highlighted, his number will appear in yel- 
low on the positioning diagram shown on 
the screen. This will give you a visual of 
the player's position. 


= Press F / $ to highlight a player at a dif- 
ferent position, and then press € to move 
the two players to their new positions. 


= Press @ when finished. 
Pitching Rotation 
= Press / (GEE to select a team. 


= Press F / ¥ to select Pitching Rotation, 
and then press &. 

= Press F / $ to highlight a player in slots 
1-5 of the rotation, and then press & to 
tag him. 

= Press F / $ to highlight a different 
pitcher in the rotation, and then press 
to change their position in the order. 


= Press @ when finished. 


= Realignment 


Realignment is a term used when altering 
the team structure of each division. There are 
three divisions in each of the American and 
National Leagues and each division is made 
up of four to six teams. By realigning the 
teams, you choose the team layout of each 
division. For example, traditional American 
League teams can be moved to the National 
League, the Yankees can be placed in the AL 
Central, you can move the Brewers back to 
the American League, etc. 

Once you begin the realignment process, 
you will move systematically through each 
division, placing teams where you like. From 
the available list of teams, press # / $ to 
highlight a team. Press / to select 
a division for the team, and then press € to 
place the team. Once a division is full, press 
/ to rotate through the remaining 
divisions to complete the realignment. 
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= Other Options = Player 1 and 2 Bat Cursor 


The Options Menu brings you deeper into 
the competition by allowing you to alter 
detailed aspects of the game. Change the uni- 
forms of your players, allow the CPU to com- 
plete trades during the Season, add a DH to 
your lineup, turn on the automatic play 
options, show the radar reading of each pitch 
on the game screen, and much more. 


= Fast Play 

Fast Play allows you to play your game 
without all of the player activity before and 
after a pitch. For instance, with Fast Play set 
to ON, you won't be seeing batters walk to the 
plate or pitchers going to the rosin bag. 
= Player 1 and 2 Levels 

Player Levels will determine the player's 
abilities in terms of fatigue, batting and pitch- 
ing difficulty, and fielding ability. The All-Star 
level is the highest level and provides the most 
difficult challenge. 


Use the Bat Cursor (shown as a white 
ellipse in the strike zone) to target the loca- 
tion of the pitch. If the pitch falls within the 
position of the bat cursor, and you time your 
swing just right, the bat cursor will turn red 
allowing you to crush the ball. Before the 
pitcher delivers the ball, the location of the 
pitch will be shown. Press = /=>/ 4/4 
to move the bat cursor over the pitch location 
to have a better chance of making good con- 
tact with the ball. 


= DH 

The use of the Designated Hitter is an 
American League style of play. Placing a DH in 
the lineup adds an extra hitter, replacing the 
pitcher's spot in the batting order. Set to ON, 
you can use a DH in a National League team’s 
lineup. If set to AUTO, the CPU determines 
when the DH is used. 


Holding a Draft 


Holding a draft for your Season will 
change the entire makeup of the league. 
Every team starts from scratch and has the 
same opportunity to build a winner. The draft 
will go 25 rounds, as players are drafted at 
10 pitching positions and 15 fielding posi- 
tions. Once the draft starts, you can manually 
draft each position or have the CPU hold an 
Auto Draft. 

When manually drafting, you have 20,000 
points available for draft choices. Each player 
has a point total that gets deducted from your 
team’s points when he is selected in the draft. 
For instance, a player like Jim Thome has a 
ranking of 98 and a point total of 930. Draft- 
ing him eats up a large chunk of your avail- 
able points. 

When drafting your players, keep track of 
your points to build a competitive team. 


Don't get caught short wishing you had held 
onto a few points. 

NOTE: You have 45 seconds to make your 
pick. If the time elapses, the CPU makes the 
pick for you. 


Starting the Draft 
= Press  / = to choose a player position. 


= Press f / $ to highlight an available 
player, and then press &% to select him. As 
you make your picks, you can press @ 
during the draft to review all team rosters. 


= Continue this process until the draft is 
complete. At any time during the draft, 
you can press © to have the GPU hold an 
Auto Draft. 


= When the draft is complete, press € to 
accept the rosters or @ to reject them. 
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Build Your Team 


“Everyone, at some point, 
wants to make the tough 
calls on player personnel.” 
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S. Green 

Cc. Hermansen 
A. Cora 

W. Ruan 

D. Ward 

L. Allen 

M. Kinkade 


M. Bellhorn 
A. Gonzalez 
M. Alou 

C. Patterson 
A. Ashby 

K. Ishii 


T. Hundley 
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Making roster moves count as the GM 


How would you like to control the makeup 
of every team in the league? Before even play- 
ing in a game, you can alter any team’s roster 
with trades, by creating players, holding a 
draft, and signing free agents. Set the league 
on fire by making blockbuster deals or creat- 
ing superstar players that dominate the oppo- 
sition. Other general managers around the 
league will be at your mercy, as you make 
player transactions for any team you wish. 


= Trading Places 


You can make a trade for any player in the 
league. Trades can be made as a one-on-one 
transaction, or by equalling the trade value of 
the other team’s players being offered. Try to 
add an impact player to take your team to the 
next level, or add some depth with a utility 
player or middle reliever. The key to building 


Releasing Players 


You may need to make room on a roster 
by releasing players in order to add additional 
talent. To release players, highlight a player 
on the roster and press ©. You will then have 
the choice to release the player into the Free 
Agent Pool or sign him to the other team. All 
players released to the Free Agent Pool can be 
signed by other clubs. 


a team is to have all the pieces of the puzzle. 
Every position counts and every player needs 
to contribute. 


“Wearing the GM hat, you can trade 
for any player in the league. How 
would you like to have Shawn 
Green on your roster?” 


When making trades, remember that your 
roster can only include 25 players, so you 
may need to release a player or two before 
making your trade. You also must have a min- 
imum number of players at each position, so 
before you go and dump all of your second 
baseman, be sure you're adding at least one 
to fill the void. 


Making a Trade 

= Press  / = to select a side, and then 
press / to select teams for your 
trade. 


= Press ¥ / ¥ to select the player(s) to be 
traded on both sides, and then press & to 
tag them. Trade values are shown under 
the selected players. 


= Press © to make the trade, and then press 
€& to confirm. If the trade is unbalanced, 
try to select different players to complete 
the transaction. 
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@ Creating a Player 


Create any type of player for any team. Do 
you need a big hitter for the open DH posi- 
tion? How about a defensive specialist at third 
base? You can even have a little fun by using 
your own physical abilities and characteristics 
to create a player. Once your player is creat- 
ed, assign him to a team where he can start 
his play in the majors. 
= Press  / => to select Pitcher or Player 

Position, and then press & to modify the 

General Attributes of the player. 


= Press ¥ / $ to highlight the First and 
Last name options. You must enter a name 
for your player. 

= Press & to edit the name with the on- 
screen naming system. 

= When finished, press © to exit the system. 

= Press F / $ to highlight other player 
attributes, and then press / EB to 
make selections. 


= Press € to move to the Pitching Attributes 
(when creating a pitcher). 


= Press ¥ / $ to highlight the Role, Deliv- 
ery, Stamina, and ERA options of your 
pitcher, and then press / GEE to 
make selections. You can choose to make 
your pitcher a starter or closer and give 
him a delivery type from some of the best 
arms in the league. Each selection comes 
at a price, as you only have 300 points to 
alter your player’s skill levels. 
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= Press  / => to enter the pitch type win- 
dow. Here you can organize the order of 
your pitches and customize the action on 
the ball during the pitch. 


Press F / ¥ to choose a pitch number 
or attribute, and then press / 
to make a change. 


Player Cards 


Player Cards provide an in-depth 
look at a player's statistics. When look- 
ing to trade, sign, or release a player, 
view his Player Card first for all of his 
pertinent info. Shown on a Player Card , 
are a player's current year’s stats and 
those from the year 2002. You can 
also check out a player's hit chart (a 
diagramed history of his hits) and 
rankings of his physical abilities. 


= Press & to continue to the batting attrib- 
utes of your pitcher. 


You can first modify your player's batting 
appearance by pressing  / § to high- 
light the Bat Style, Hand, and Color. Press 
/ GEE to make selections. 


Press  / => to enter the batting statistics 
window where you can alter his overall 
abilities, and then press / GB to 
raise/lower point totals of the slider bars. 
There are only 236 additional points to 
spread around in these categories. 


Press &% to create your player. You now 
need to trade your rookie onto a team. 


Press / to choose a team for 
your player. 


Press  / $ to select a player to replace 
with your rookie. 


Press &% to make the trade. 
™ Press & to continue to the Career Menu. 


NOTE: Creating a position player follows 
the same basic instruction as creating a pitch- 
er without the pitching attribute steps. 


19 


MLB™ 2004 


CREDITS 


989 SPORTS 

Senior Lead Programmer 
Tim Monk 

Senior Al Programmer 
Michael Burton 

Al Programmer 

Lee Blum 

Senior Al Programmer 

Dan Enfield 

Senior Graphics Programmer 
Patrick Hager 

Senior Programmers 

Oren Peli and Joe Wilkerson 
Programmers 

Omar Canon, Bijan Forutanpour and 
Brian Ma 

Senior Sound Programmer 
Chris Braymen 

MLB Lead Artist 

Paul Hainey 

Lead Animator 

Chris Clements 

Animator 

Emerson Johnson 

Lead Stadium and Environment Artist 
Shawn Robles 

Stadium and Environment Artists 
Josh Quillen and Thai Tran 
Graphic Design Artist 

Tom Chung 

Modelers 


Christine Dehki (Artist), Robert Fitzgerald, 


Gil Garcia and Walter Stuart 
Senior Producer 

Chris Cutliff 

Producer 

Chris Gill 

Associate Producer 

Greg Batalucco 

Director, Product Development, Sports 
Kelly Ryan 

Senior Project Manager, Product 
Development 

Craig Ostrander 


CREDITS 


989 SPORTS® 


Licensing Account Manager 
Kristin Mason 

Director, Technology 

Scott Murray 

Director, Art 

Homoud Alkouh 


AUDIO 


Director, Audio Services 
Buzz Burrowes 

Senior Sound Designer 

Rex Baca 

Sound Effects 

Rex Baca and Chris Jahnkow 
Dialog Editing 

Joel Copen and Ira Cord Rubnitz 
Play-By-Play Announcer 

Vin Scully 

Color Commentator 

Dave Campbell 

Technical Script Writer 

Pat Hagarty 

MUSIC 


Director, Music 

Chuck Doud 

Sound Design Manager 

David Murrant 

Cinematic Music 

Original music composition by Larry Groupe’ 
Stadium Fly-In Movies 

Anthem Vocals - Angie Mason 


SAN DIEGO FIRST PARTY QUALITY 
ASSURANCE 

Director 

Michael Blackledge 
TEST TEAM 

Senior Manager 

Ritchard Markelz 

Core Manager 

Mike Veigel 
Usability/Online Manager 
Fred Dodson 


989 SPORTS’ 


CREDITS 


Game Test Engineers 

Charles Brown and Marcus Efting 

Analysts 

Heath Aeria, Rodger Aladray, Avery Anderson, 
Greg Arimura, Vincent Cancino, Mike Crespo, 
David Currington, Chris Evans, Ray Gaebler, 
Arturo Gonzalez, Alex Guevara, Joseph Hebel, 
Scott Hokanson, Jennifer Kacizak, Cameron 
Larkins, Mark MacBride, Andrew Moore, 
Sammie Prescott, Abel Ramos Jr., Mark 
Ranallo, Colin Richardson, Chris Richardson, 
Geoff Show, Bob Staite, Greg Tyler, Jason 
Umbreit and Dominic Zenquis 


TECHNOLOGY TEAM 
Technology Manager 
Kevin Simmons 


Lab Technician 
Vince Loughney 


PROJECT MANAGEMENT TEAM 

Project Coordinator 

Jason Villa 

Release Coordinator 

Eric Ippolito 

PRODUCT DEVELOPMENT SERVICES 
GROUP 

Director, Product Development Services 


Group 

Dwayne Mason 

MOTION CAPTURE 

Motion Capture Manager 

Brian Rausch 

Motion Capture Project Coordinators 

Jerry Ashworth and Scott Peterson 

Motion Capture Technical Supervisor 

Percy Sagun 

Motion Capture Animation Lead 

Chad Moore 

Motion Capture Animator 

Michael Graessle, Brian Phipps, Eryn Roston 
and Frank Strocco 

Motion Capture Specialist 

Travis Parks, Johnny Walker and Jake Wilson 


MLB™ 2004 


Motion Capture Studio Supervisor 

James Scarafone 

Motion Capture Studio Technician 

Ryan Beeson and Daniel Legg 

3-D Scanner Lead 

Chip Parsons 

3-D Scanner Technology Supervisor 

Tyler Crook 

3-D Scanner Technician 

Doug Hagstrom and Tony Lui 

Motion Capture Tracking Supervisor 
Michael Shinkle 

Motion Capture Tracking Technician 

David Ibarra 

MLB Motion Capture Athletes 

Roger Clemens, Ray Durham, Shawn Estes, 
Karim Garcia, Shawn Green, Tony Gwynn, 
Darryl Hamilton, Gil Heredia, Trevor Hoff- 
man, Tim Hudson, Darryl Kile, Ramon Ortiz, 
Jim Parque, Troy Percival, John Rocker, Mike 
Sirotka, Brett Tomko and Mo Vaughn 


CINEMATIC SOLUTIONS GROUP 


Cinematic Supervisor 

Scott McMahon 

Creative Project Lead 

Gene Strocco 

Cinematic Project Manager 

Nonet Vargas 

Cinematic Artist 

Steve High 

Editor/Compositors 

Aaron McFarland and Jahil Nelson 
Senior CG Advisor 

Bob Estus 

CG Lead Designer 

Ron Padua 

CG Coordinator 

Brian Johnson 

Cinematic CG Artists 

Jung-Yoon Choi, Bill Johnston, Won Joo, 
Byung-Gun Jung, Greg Jung, Vicky Lin, Jason 
Parks, Jarett Riva and Hock Wong 
Cinematic Technical Engineer 
David Randolph 


CREDITS 


MLB™ 2004 


CREDITS 


Cinematic Audio Post Production 
Tristan des Pres 


TOOLS & TECHNOLOGY 


Manager 

Brian Dawson 

Senior Tools Engineer 

David Hubbard 

Tools Engineer 

Joe Wilkerson 

Development Tools & Accounts 
Administrator 

Jason Young 

Maya Technical Support Group 
Rick Harding, Dave Marshall and Chris 
Mayberry 


SCEA MARKETING 


Director, Product Marketing 
Ami Matsumura-Blaire 
Manager, Product Marketing 
Troy Mack 

Specialist, Product Marketing 
Doug Panter 

Director, Public Relations 
Molly Smith 

Manager, Public Relations 
Ron Eagle 

Director, Promotions 

Sharon Shapiro 

Manager, Promotions 

Janeen Anderson, Aimee Duell, Blair Elliott 
and Bob Johnson 

Director, Online and Direct Marketing 
Steve Williams 

Director, Creative Services 
Ed DeMasi 

Manager, Creative Services 
Jack Siler 

Documentation and Layout 
David Lovalvo 

Packaging & Manual Design 
Creative Dynamics 
Photography 

MLB Photos 


a 
CREDITS 


989 SPORTS*® 


LEAGUE ACKNOWLEGEMENT 
MLB and MLB Players Association 


SPECIAL THANKS 


We would like to thank each individual at 
Sony Computer Entertainment of America for 
their contributions, support and dedication 
to the success of the MLB 2004 with special 
recognition to the Executive Management 
team including: Kaz Hirai, Shuhei Yoshida, 
Jim Bass, Masayuki Chatani, Andrew House, 
Steve Ross, Riley Russell, Jack Tretton and 
Marilyn Weyant 


Major League Baseball trademarks and 
copyrights are used with permission of 
Major League Baseball Properties, Inc. 
Major League Baseball footage courtesy of 
Major League Baseball Properties Inc. Visit 
the official website at MLB.com. © MLBPA, 
Official Licensee-Major League Baseball 
Players Association. Visit the Players Choice 
on the web at www.bigleaguers.com. © 
2003 by STATS, Inc. Any commercial use or 
distribution of the Licensed Materials with- 
out the express written consent of STATS is 
strictly prohibited. Silver Bat is a trademark 
of Hillerich & Bradsby Co., Louisville, KY. 
Rolaids Relief Man Reward is a registered 
trademark of Warner-Lambert, a Pfizer Com- 
pany. RenderWare is a registered trademark 
of Canon Inc. Portions of this software are 
Copyright 1998-2002 Criterion Software Ltd. 
and its Licensors. 989 Sports and the 989 
Sports logo are trademarks of Sony Comput- 
er Entertainment America Inc. © 2003 
Sony Computer Entertainment America Inc. 


In-game Music: CS Productions, Inc. 


This Game contains Associated Production 
Music LLC Library Music. © Associated Pro- 
duction Music LLC. Used By Permission. All 
Rights Reserved. Artbeats. 


WARNING: "It is a violation of Federal Copyright Law 
to synchronize this MULTIMEDIA DISK with video 
tape or film, or to print this MULTIMEDIA DISK in 
the form of standard music notation without the 
express written permission of the copyright owner." 


LPO PME EE Pe ER lr ER EB I EE Sr Ten IT EOF Wel ee PI e bagi 


PPT EN ? y : ' i aes i, 2 i 


989 SPORTS: 


(ee 


MLB™ 2004 989 SPORTS® 


NOTES 


NOTES 


989 SPORTS*® MLB™ 2004 


LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to 
the original purchaser of this SCEA product that this soft- 
ware is free from defects in material and workmanship of 
a period of ninety (90) days from the original date of pur- 
chase. SCEA agrees for a period of ninety (90) days either 
to repair or replace, at its option, the SCEA product. You 
must call 1-800-345-SONY to receive instructions to 
obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if 
the defect in the SCEA product has arisen through abuse, 
unreasonable use, mistreatment or neglect. THIS WAR- 
RANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
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